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Why arc CTW Computer Games Different? 

Since 1968 t Children's Television Workshop (CTW) has demqnstratcd 
that one of the greatest vehicles for learning is fun. The computer 
activities developed by the CTW Software Group for CBS Software 
continue thb tradition, drawing on the interactive capability of the 
computer. 

The Goals of CTW Games 

These computer games have extended the goals pioneered by CTW in 
televison with Sesame Street, The Electric Company and 3-2-1 Conta* I 
Friendly and engaging, they encourage constructive play and active 
learning, CTW games allow children to experiment and explore, to 
think and solve problems, and to practice skills while they are having 
fun. Each one is designed to be a family experience -where everybody 
plays together and learns from each other. 

Computers and Learning 

Equally important, the computer has brought an exciting new dimen- 
sion to electronic learn ing-that of interaction. A great deal of planning 
and research have gone into making these games responsive to children 
of different ages and learning styles. Whenever possible, the level of 
difficulty, pacing and direction of the games are under the control of tin- 
player. As the child responds to the computer, the computer responds 
to the child. 

BIG BIRD'S SPECIAL DELIVERY provides a playful setting in which chtl 
dren can practice an important preschool skill: classification of object! 
Children feel at home with their Muppet friends, especially Little Bird— 
who is just their size and relies on their help! Emphasizing computer 
interaction and featuring lively, colorful graphics, this unique compuler 
activity helps children improve their understanding of the attributes of 
form, class and function-while having fun! 



The gime) ind material* in thi* packi** **« developed by the CTW Sot V*m Group, i dtviuon ol 
Oifchiftn'i Te levtiicin WorUwr* In cwipenliim with CBS Soto 
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Big Bird's Special Delivery™* 




You're going to like playing 

BIG BIRD'S SPECIAL DELIVERY. 

It's a game made just for kids like you. 

At Children's Television Workshop, we think kids are special. 
That's why we thought about what kids like best and what 
makes games fun when we created this game and the 
activities that go with it. 

So, if you're ready for fun, let's get started! 



Get Ready 

The Reference Card included with BIG BIRD'S SPECIAL 
DELIVERY contains all the information needed to set up your 
computer. It also helps you get started enjoying all the fun 
of this game right now! So look at the Reference Card first and 
come back to this manual for the rest of the details. 




Parents: 

We have tried to describe each activity as clearly as 
possible in the hope thai you will read this booklet 
wilh your child. 

Whenever you see a paragraph with this symbol. 
you will find additional notes to help you guide your 
child through the game. 



Here are two mail-birds we'd like you to meet, 
Big Bird and Little Bird of Sesame Street/ 




They have lots to deliver— 
But where should they go? 
They need your help. . . 
Because only you know! 



Big Bird and Little Bird are in business! They have all kinds of 
packages to deliver-and neither rain, nor snow, nor gloom 
of night will stop them. But they need your help! It's up to you 
to take each package to the right store. 









There are two games listed on the opening menu. In 
The Same Game, the child must make exact picture 
matches. In Find the Right Kind, the child must look 
at a picture and match it according to its category. 
A list of categories and pictures appears in the back 
of this manual. By reading and performing the in- 
structions for each game along with your child, you 
can help him or her learn to play* 

Once a child knows how to play a game, he or she can 
choose from two levels. In Lewi A. all four pictures 
above the stores must be matched before new pictures 
appear. In Level B. all fourstorepicturcschange after 
each match. 



The Same Game 

Here comes Big Bird with a package for you. Look carefully at the 
picture on your package. Now look at the pictures over each of 
the stores on Sesame Street. See if you can find the picture that 
has the same shape and the same color as the one on your pack- 
age* Only one picture will be just the same! 



Found it? Great! Now you can help Little Bird bring the package 
to the store with the matching picture. 
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To help your child focus on visual details, point to the 
picture on the package and then to each of the pic- 
tures on the stores. Ask if any of these store pictures 
looks just like the one on Little Bird's package. 



On The Move 

Look at the computer keyboard. Press 1 fr or -* ]Mo move 
Little Bird back and forth across Sesame Street. When you think 
he has reached the right store, press i f J. 

" If the picture on the store is the same as the one on your pack- 
age. Little Bird will fly up and make the delivery. 

* If the pictures are not (he same, the storekeeper will shake his 
or her head "no/ 
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Check the picture on your package 
and look more carefully at the 
pictures above the stores. Now try 
again. Use I <- J or -* to 
move Little Bird to the store with 
the matching picture. 

Each time you deliver a package, 
Little Bird will fly down to 
the ground and wait for you 
to press ketvr> A . When you 
do, Big Bird will bring you a new 
package to match and you are off 
to make another delivery! 
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At first you might need to remind your child to press 
after each delivery. Say something like "Press 



iffiTtWNH o tell the computer that you are ready for 



a new package/' This will help the child see that the 
computer relies on his or her input. 



A Commodore 64 jndlftM-IVtr. umtv fk*urr tothtckpiur Krfcmut Card for ihtpruprrkfyttouw- 



Find The Right Kind 

Look sharp, mailbird! Big Bird is back with more packages, but 
this time your job is a little different. Look at the picture on each 
package. What kind of object do you see? 

Do you see an apple? That's a kind of fruit. So this time, look for 
a store that has another kind of fruit... like a banana or a straw- 
berry. What if your package has a hat? That's something to wear- 
So look for a store that sells things that you wear. 




Remember, press l ^ l o rl ^ I tomove Little Bird to the 
correct store. Then press f to tell Little Bird to deliver the 
package! 

After each package is delivered. Little Bird will fly down and wait 
for you to press [Setiw . Then he will bring you a new package 
to match! 
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Notice 

CBS Software value* itscurtomers and behe\TAth^ n<»l 

mere!) of our*, under the Copyright I _i* To that end, WQUott hi the Lhli 

equipment Ihc provisions of action 117 of that law which contains [imitations on the 
fu'lutivr rights ofcopyintf and adaptation which that law gives, among other rights, to 
copyright owners of computer programs: 

''NutwitliMandinjtthcpnn^ 

acopy of acomputer program lo make or authorise the making of another copyoraJapta- 

tfon of that computer program provided: 

U) that such new copy or adaptation is created as an essential stcr in the utilization ol 

the computer program in conjunction with a machine and that it is used in no other 

manner, or 

(2) that such new copy or adaptation U for archival purposes only and thai ail ftfthhtl 

copies are destroyed in Ihc event that continued possesion of the computer program 

should cease to he rifihtful- 

\nyc\ad copies prepared in accordance with the provision of this section may he leased. 
sold, or otherwise trans/erred, along with the copy from which such copies WW1 
pared, only as part of the lease, sale, or other transfer of all rights in the program 
Adaptttiinns vi pRfttnd maybe transferred only with the authoriral Ion uf the copyright 
owner.*" 

Subject to those limitations, the purchaser ol this equipment is granted a paid up non- 
exclusive license lo use its software on one host computer. 
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